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LEFT: Sun GuoLiang, This weird scene is intended to be a prophet trying to tell Alice something, Ken commented it was too “conventional 
fantasy,” so we decided not to use it. TOP RIGHT: Ken Wong, This was the very first image I did for the game—I was pushing fora style closer 
to photomont ies are creepy. I remember even at this date we were talking about whetiter there should be light bulbs in Wonderland. 
BOTTOMRIGHT: Luis Melo, Nothing is what it seems in Wonderland .. . The trees are hollow, and clockworkis ticking inside them. tn fact, 
whole worlds of clockwork are ticking while Alice tries to find her way around. This isa study for a game poster, based on the forest and clock- 
work settings, which we think are emblematic to the game series, 


PREPRODUCTION, 


‘Tyler Lockett. This idea came from a desire to see Alice running on the walls and ceiling. KW: An M. C. Escher-inspired environment, which 


we tried to get into the game, but which ultimately posed too many technical problems. 


& 


‘Tyler Lockett. KW? In our initial 
designs, Alice was armed with an 
umbrella in London, which she 
could use asa tool or weapon. 


Tyler Lockett. A saggingand warped Victorian slum house, L was looking closely at the brilliant set designs 
in Carol Reed’s Oliver! KW: One of our first testassets. When you outsource 3-D art, you need to addas many 
notes and instructions as possible for the artist 
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‘Sun GuoLiang. XW: An early exploration for 
4 forest environment. 


‘Tyler Lockett, Alice warns a group about the 
dangers of druguse. 


‘TylerLockett. The March Hare's house. Iwant- 
‘ed the top hat onthe skull toreadas his house, 
and the white trees to read as skeletal ears. 


Nako. This was my first design for Alice, The brief was quite simple: put a Victorian 
Animal into a scene and show some gameplay. At that time I knew litte about Victorian 
style, so I collected a lot of reference, then I made this. Iti the Alice world in my mind. 
KW: Oneof the challengesof working with Chinese artists is that they're not as familiar with 
surrealism as Westerners are. However, I think Nako showed a good understanding in this 
ieture. Walco hae quit 


te-a Victorian sensibility toit, which was another challenge for them. 


‘Emmanuel Malin, This was the initial idea, a glant Alice wearing the Rabbit’s house. 
Unfortunately, it doesn’t give her much room for destructive mobi 
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‘THIS PAGE AND FACING: Emmanuel Malin. KW: Some easly mood 
shots. These are incredibly beautiful paintings, but ultimately we wanted 
to root Alice in amore recognizable, less abstract world. 
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ABOVE: Tyler Lockett. Wonderland merges into London. Jack the Ripper meets H. P. Lovecraft. BELOW LEFT: Ben Kerslake. KW: Ben is a 


great concept artist, but on Alice he served as creative director. Itwas arare treat to get this bitof early art jrom him, capturing a nice, strange moment. 
BELOW RIGHT: JulieDillon, KW: An idea for the Red King, bound in a forest/asylum, 


& 


her. We didn’t really use 


FOLLOWING PAGES; Sun GuoLiang. This isa giant princess who gives birth to a lot of monster babies. Alice ends her suffering—by killing 


in the game; perhaps itwas too bloody? KW: Our artists are all nice, pleasant people, so we really had to push them to 
explore their dark sides for this game. This image is the result of me telling Sonny to go darker, darker, darker. Maybe we went (00 far. 


fe meprovverion «2 


Tyler Lockett. A sketch for a rickety-stilt world, supported by thin planks of wood, reflective of Alice's fragile state of mind. 


Tyler Lockett, The Mad Hatteras an East End ruffian, Wang ShengHua. KW: Some early ideas fora broken-down Mad Hatter for Wonderland. 


Luls Melo, This is another character from the initial brainstorming for 


LEFT: Luis Melo, RIGHT: Tyler Lockett. LM: The tea party turned new characters, based on eccentric animals and Victorian references. 
into a nightmare ... This one wasa concept for a living muffin An Austrian ostrich aristocrat, obsessed with snatching up Humpty 
creature, who was not too happy to have his face bitten and his Dampty so she can hatcha monster out ofhim.... maybe. KW: Luis had 
blueberry brains oozing out, no problem capturing the ridiculous, Victorian roots of Wonderland. 
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‘Tyler Locket. 


sme ideas for «level on the 
rique rendering style and o1 


Sun GuoLiang. A weird baby. 


Wan KokLeung, KW: Some really wonderful designs for the Dollhouse that we never had s also featured on Spicy 
timeto use, Horse's Christmas card that year 


ABOVE: Tyler Lockett, A colocful, rat-pack street gang, I was shooting for abalance between menacing and humorous. BELOW: Tyler Lockett 


An early map of Victorian London, showing different ‘hoods. KW: Actual nineteenth-century Lo 


we dug, the more filth weuncovered. London 


lot of inspiration. The deeper 
not « pleasant place in those days, especially for a crazy young woman like Alice 


AGE: Tyler Lockett, 
lump Victorian gentle- 
man, Early on we were try 
to decide how far to push tl 
characters’ proportion 


THE ART OF ALICE: MADNESS RETURNS > 


PREPRODUCTION 


i 


‘Tyler Lockett, 
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Luis Melo, The goal for creating an encounter with the 
Duchese’s cook was to tien the mayhem of that part of 
the book into pure horror. We went the disgusting way, 
trying to come up with the most foul-looking and pig. 
innards-obsessed "woman" we could, 
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destroying the eggs. 


ABOVE LEFT: Sun GuoLiang. Ths Frog Footman. I collected many Victorian servant 
photos when designing this. ABOVE RIGHT: Sun GuoLiang. Abused fish servant. 
like the hook on his mouth, though itis removed in the final version 


RIGHT: Sun GuaLiang. 


ee PREPRODUCTION ce 


‘Sun GuoLiang. This was a paintover for Mr. ‘Toad, living in the sewer, Ken and I tried a lot of interesting and disgusting ideas, like Alice 


0 
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Sun GuoLiang. We were pursui 


motion style, so Tadapted some 


the stop. 
psc Bride 


inspiration in this design. I know she looks too 
weak, but I think the personality is good, 


Ben Kerslake. Thispieceis an early exploration 
of the Alice character and brand in a highly 
graphic style, It was an attempt to capture her 
typically nonchalant attitude toward the 


extreme and often violent events she witnesses 


or actively takes patt in, The juataposition of 
outward calm and inner turmoil makesher a 


compelling subject. 


LEFT: Sun GuoLiang. 


wed 


ee 


Sun GuoLiang. KW: Our team actually started working on Alice months befarewe had a deal in place, Just as the deal was being sighed, the 2008 
financial crisis caughtup wish our publisher, and the dealwas cancelled, along with many otker prajects, Sonny painted this picture on that tad dey. 
Several months later, after alot of hard work and negotiating, the deal was resurrected, and we resumed our art. 


Ben Kerslake. These images 
represent very different dicections 
that hot’ the Alice chargcter and 
the ehtize game may have taken. 
Tewat important tous that Alice 
remained a character players 
{ould relate to, We cycled through 
countless variants of proportion 
and sbape: 


fe ALICE AND HER DRESSES. | 


a 


different Alices by different artists, 


LEFT: Sun GuoLiang. Alice, more 
and more crazy. Atlast she cut offall 
her baie. 


RIGHT: Hong Lei, KW: The final 
design for “Asylum Alice.” 


FACING PAGE: Ben Kerslake. An 


impressionistic take on Victorian 
London at night. 
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ERIS 
Is ruier of Strife 
and Discord 


‘Skirt Layers 
Leg (top 


aes black 


JUPITER 
Mind rising 
Horizon of Matter 


RRA 
h&hh 


LONDON ALICE isa fragile, recovering mental 


Layer! 
Apron 


3 
Patticoat 


WONDERLAND ALICEisa 
beautiful but disturbed fighter, 
«an adventurer in her own mind, 
‘She has powers enough to take 
onthe dengersof Wonderland. 


@Gte THe anv oF ALICE: MADNESS RETURNS ee 


-grasp ofreli 
ifeof London's 


vices and industrial upheaval, 


ABOVE: Ken Wong. For quite a 
while, thiswas the hero image of 
Alice, even though nobody was 
really happy with it Her thinness 
(or stylization) was particularly 
contentious. HerLondon costume 
remained mostly unchanged. 


LEFT: Ken Wongand Jin Lei. KW. 
Alice's pocket symbols didn’t mean 
anything in the first game, so we 
revised thems for this one. The image 
‘on the right wastthe final concept 
art we argued about before we 
started arguing full time about the 
3-D model. 


hing the style as faras I could here—which for some people meant | was pushingas faras possible in the wrong 
Jin Lei. 


Hong Lei and Nako. KW: Toward the end of the 
project we got the chance to add downloadable 
dresses. Somehow, these were designed and 
approved relatively quickly, with only one small 
issue regarding exposed undergarments 
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Hong Let. KW: These four dresses were the original lineup. Alice had four weapons, and when she switched weapons her dress also switched. 
Te was a really cool thing to play with, 


Eventually we decided cach Wonderland domain would have its own dress, The arguments over the design of these dresses were just 
‘s over the original blue dress. 


as heate 


ALICE AND HER DRESSES. 
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LEFT: Luis Melo. Paragliding 
with Alice's dress over steam 
vents is fun! We wanted to use 
that platforming clement on se¥~ 
crallevels, coming from different 
sources. Here are a couple of 
aesthetic variations, KW: Studies 
‘of what updrafts could look like in 
different Wonderland locations 


BELOW: Luis Melo, What would 
Alice do ifshe grew to ten times 
her usual size? Get revenge, of 
course! These are some studies 
forthe kind ofirate actions Alice 
might takein this stage, not only 


against the common enemies, 
but also against big, otherwise- 
indestructible obstacles andeven 
scenery. KW: An exploration of 
the different ways Giant Alice 


could attack, 


Alice eats the cake atthe center ofthe Queen's maze and breaks She can pick up/pull things. The huge tentacles She also has ameleeattach a kik 
at of tonite omerollinghillsontsidethe cattle. Everything everywhere which ustd te U' deadly, cantow since the work's nowat he fet 
which bufore was threnteningismewsmall andat hermercy.__heripped from the roo 
Se. 
4 7 


rey 


ate 2 : A 


lor by throwing them around and at each other 


The Card Guard 
numbers though. 


Ss 
‘Heavy objects such as stones can also be picked up (same action button as to cor thrown at enemy outposts a they deal a fot more damage 
_grab thetentaces and to pisk up Card Guards) and thrown at enemies than if se kicks them down 
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LEFT; Ben Kerslake. KW: An 
image explaining how the double 
jump and float abilities affect 

5 Alice's trajectory. 


BELOW: Bi 
Studies 9 

eventually cut from the game— 
dashing through walls and dashing 


Kerslake, KW: 
bilities that were 


through barriers while swimming. 


Ee wind 
Ben Kerslake, KW: Studies of 


Alice's movement and gestures, 
Alice needed to move like a brave 


girl, not like a trained soldier or a 
plucky prince Luis Melo. KW: We were always thinking of ways to incorporate the unicorn character into our game 


‘SPEED UP 


A. A 
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ALICE AND HER DRESSES. 


WEAPONS 


ALICE'S SET OF WEAPONS underwent considerable 
change during the course of the project, Initially, she had 
four sets of weapons that corresponded to the suis of the 
Tarot. This turned cut tobe too limiting, so welefi the Tarot 
behind and evolved the designs we have now. Each weapon 
th 
principle is that we wanted the weapons to 
be bizarre and surreal, not anything you might find in a 


nes into more powerful versions. 


conventional fantasy world ff t} 


THROW AN INSTANT TEA PARTY 
— IT WILL BE A BLAST! -— 


rian technology. These are th 
as you may experience inthe game, the gadgets live up tothe 
hype. VORPALBLADE: Pu JinSong. PEPPER GRINDER: Nako. 
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CLOCKWORK BOMB: Luis Melo, 
‘TEAPOT CANNON AND HOBBY 
HORSE: Nako, 


QBs auceanpurnonessis oe 


Nako. EW: Unused designs for Hysteria weapons Nake. KW: The weapons Alice uses as Hysteria Alice | 


Luis Melo. A weapon devised by the Carpenter, combining a 
sunken ship’s cannon with a hammer's handle. It doubles as 
aheavy.range weapon and a powerful hammer for close range: 


Jin Lei. KW: Action shots ofthe old Tarot-based weapons. 


QBs auceanpuenonesses YS 7 


Sun GuoLiang. 
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Be roxnow a 
25 ® 


‘TOP: Tyler Lockett. KW: The 
Mangled Mermaid scene in the 


game deosn't ar from the 


ABOVE AND RIGHT: Nako. 
The transition to Wonderland. 
When Alice enters Wonderland, 
she is in afamiliarscenethat she 
remembers from when she w. 

a child. But later she sees some- 
thing new, a lot of dolls and 
train parts, in dark smoke. This 
lets the players know that Alice 
will experience a whole new 
adventure. 


TOP; Tyler Lockett. A brawl erupts outside the 
jermaid, 


Mangle: 


things to come 


RIGHT: Yuan ShaoFeng. KW: Decorations for 
inside the Mangled Mermaid. 


LONDON 


VALE OF TEARS 
Gaul 


foge r) 


Jin Lei. KW: 


HATTERS 
DOMAIN 


WE KNEW FROM the beginning that Alice 
would return to the domain of the Mad Hatter. 
Not only is he aa iconic, fun character, but his 
environment and lore allow for a lot of reall 


ol imagery 


In the original game, we meet the March Hare 
and the Dormouse, victims of the Hatter’s cruel, 
mechanical torture experiments. They urge 
Alice on to the 


d visit, our early idea was that the 
freed March Hare and Dormouse had taken over 
the domain. To proceed in her quest, Alice 


would need to seck out the lost pieces of her 
former foe, the Mad Hatter, and they would 
forge an uneasy alliance in order for Alice to 


discover the next stage in her quest, and for the 
Hatter to reclaim his domain from its new rulers 


hhen the Infernal ‘Train was introduced, we 
decided that the Hare and Dormouse had been 
tricked intoturning the Hatter's delicate, preciss 
clockwork into a factory for creating the Infernal 
Train. This mirrored the Industrial Revolution 
occurring in Alice's real world. As we designed, 
we started to make a distinction between the 
original, ornate style of the Hatter’s domain an 


the crude, industrial style of the newrulers. 


Luis Melo, Another tea party 
inspired image, from the section 
of the bookin which Alive finds 
piles of dirty cups and dishes, It 
would be a part of the Hatter’s 
Domain, and gameplay would 
involve tricky platforming bal- 
ance on very unstable groun 

KW: At one point we tried to create 
this level quite literally, but the 
plate towers posed a huge technical 
challenge. It eventually evolved 
into the area now known as 


Sun GuoLiang. The single-eyed teapot in the Hetter’s domain is an enemy players will face in the starting stage. [thought about an angry 
monster with one eye, Itis reallya challenge to design something that can walk with three legs, I spent a lot of time on this, and finally I gotit. 


a 
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of 


Nako. A teapot cannon, After Alice enters, she shoots out and flies to the targetlocation, The aiming reticule part on the top shows the 
function of the device 


Sun GuoLiang. Enemy designs for 
the Hatter’s Domain. I tried a lot 
of teapot- and cup-styled things. 
They are really interesting, 
though we finally didn't use them 
in the game, KW: These critters 
came up too late to beincluded in 
the sume, I's unfortunate, because 
they're all awesome designs, 


RIGHT; Sun GuoLiang. Ken told 
me that we needed a key concept 
for the tearoom. The first image 
that appeared in my mind was hot 
tea powering mechanisms and 
clocks, as Alice tries to dodge 
between them, The bottom of the 
room is covered by hat tea. The 
final design looks just like this, 


Ye WONDERLAND, 81 


Sun GuoLiang. In this level, Alice needs to find the Hatter's head. In the original Alice she broke him into 
parts, and now she needs to put them back together. I designed the room in which Alice finds the Hatter's 
hhead, and then the head tells her where to find other parts. 
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| ABOVE: Yuan ShooFeng, 


BELOW: Kea Wong. A 


dings that's closer to the first game and heavier in materials and darkness, 
a stronger feeling of asort of dimensional void, as it'simpossibleto tel it’s day or night. 


Melo, Horeis the gate of the is Melo. Tharewasanidesthat Ken Wong. A paintaveriof ai 
domain, which Alice reaches by _ scale and depth inthe level, and the hub of this stage would be a 
crashing the cable car, As the ofafewelements that canbeused big lock face. This picture isalao area that eventually came to be 
clouds clear, it all looks aban. akeorblock Alice’s path. _a bit of an experiment with a known as Always Elevenses. 
doned, the machinery looks broken, different paletteand lig 


carly version of the Teamaker, the 


through the cracked walls, and it 
seems there's no way in. Or is 
there? Well, no choice but to look 
for one; there's no going back now 


SB wonventann 4B 


Luis Melo. The Hatter’s Domain in the first game is rich in alchemical symbology. It’s built out ofheavy materials and seems to be surrounded 
bya dark void. Wewanted to keep that feeling of a surreal place, but make the approach gradual, tying it with the previous location—the Vale 
of Tears—because some of the story develops in this transition. We sent Alice into the clouds in a teapot cable car, and looming out of the 
clouds appears the Hatter’s Domain. 


Luis Melo. Being an essentially mechanical 
level, there was plenty of opportunity for 
device puzzles in the Hatter’s Domain, 
Here, Alice must make herself a safe path 
‘over boiling tea by controlling simple levees 
that rotate some platforms. 
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Nake, At that time, we didn't know what the interior of the smelting factory should look like, We tried alot of designs. This one was made when 
Iwas listening to the soundtrack of the first Alice, I could really feel the fantastic style of the game. 


fe Ss\ floating on an empty teacup. 


2 woxpentann <2 ” 


Ben Kerslake. An early variation on the March Hare, h 
the Hatter’s Domain are driven by an unnaturally manic energy. KW: An ex 


ign. All the characters encountered in 
slake art, 
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‘Sun GuoLiang. Dodo is an important characterin the Alice story. My task 
‘was to make him look like he is some ideas and references 
from the famous movie A Clockwork Orange. Igot rid of all of his feathers 


and made him lookpained, 


Nako. This robot was defeated by Alice in the last game, Now he is damaged and 
cannot move anymore. The madcap that coatrols him has becomeaskeleton. 


Nake. ‘his is the carriage that brings Alice from the junkyard to the 
Hatter’s Domain proper. We used a lot of teapots in this level, and in 
this case we designed a more mechani 


in Lel, KW: The development of this character, the Automaton, 
‘was particularly tormented. 


RIGHT: Luis Melo. The first draftof thecablecar that Alice uses to get to 
the domain's gate. This oneinvolved a lot of pedaling. 


‘Tyler Lockett. This was inspired 
bythe true story of John Franklin’s 
doomed arctic voyage, in which 
the ships became icebound, 
and scurvy, lead poironing, and 
cénnibalism occurred among the 


desperate and dying crew mem: 
bers, Floating sharks made from 
shipwrecked wood search for 
prey as snow falls through a hole 
inthe sky. 


‘Tyler Lockett. A design foramermaid 
mast with chain tentacles. Her 
swimming movements would be like 
a squid or octopus. KW: We went as 
far as modeling and animating the 
‘Mersquid, but we never gota chance 
to use her in the game. 


Wang ShengHua. 


ee WONDERLAND ee 


THE DELUDED 
DEPTHS 


THE ORIGINAL GAME used most of the well- 
known characters from the two books. Two 
interesting figures that Alice had not yet met 
were the Walrus and the Carpenter. We gave 
them the Deluded Depths, our underwater area. 
With them they brought the Oyster, fated to be 


eaten by the Walrus. 


Wealso decided to reintroduce the Mock Turtle 
here, He's now captain of the HMS Gryphon, 
built in memory ofhis fallen friend. 


‘This wasat times very frustratingarea to work 
‘on, On the one hand we hada lot of fantastic, 
beautiful concept art, which translated into 
great 3-D models. On the other hand, we knew 
that the watery environment and abstract level 
construction wouldbe a huge technical challenge 
to overcome. Our initial idea was that Alice 
would spend parts of the level swimming likea 
mermaid, and parts walkingas if she were on 
land. Ultimately we couldn't make the swimming 
fun and had to cut it from the game 
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LEFT: Luis Melo. Ithas been said that sometimes things are not 
what they seem in Wonderlané, but other times they are overly 
literal, which is practically the same. This oysterbed is deceiving 

even if you imagine it to be like a real bed, you won't expect 
the deadly tentacles, 


AROVE: Luis Melo, These are the firet drafte of the Carpenter 
character, an enticer anda manipulator who gets what he wants 
through his showmanship and charisma, It's clear there's some 
thing fishy about him, but no one wants to miss the show. In fact, 
morbid cariosity abo 


itso popular, A market 


\ theshowis really about is what makes 
strategy to keep in mind, 


Luis Melo. The first rendering of the ghost sailors as homeless 
souls, drunken and angry from keing assaulted and robbed oftheir 
lives and their shipsby the Carpenter. They go around in undead 
form, picking fights with anyone and anything until someone puts 
their souls to rest. 


Sun GuoLiang. My tasks are always 
special, This time itis torturing the 
fish-man, Saws, chains, series of tor: 
ture tools appeared in my mind, and 
put them into the design. Ken said 


it iecocruel... bathe likes it. Yeah! 


BELOW: L 
as a study of Alice in an underw. 
fishbowl, watched on the other side 
of the glass by the Cheshire Cat. It 
became a starting pointfor the colors 

of the kelp forest, 
where Alice goes looking for the 
oyster beds, 


Luis Melo. The “fish barcier” was an idea to limit Alice's range of exploration without imposing a rigid physical limit. As she weat outof bounds, 
some smal fish would start nibbling at her, causing damage. 1fshe ended up going too far, she would be reduced to prehistoric deep-sea fish 
tations, as the view would go dark in an almost shapeless overwhelming swarm. 


Pu JinSong. This isa dangeroas clam trap with an eye that follows Alice's movement. When 
Alice steps on his tongue, she suffers a criticalattack. In the first designs, it was covered by 
hard shell, and then we gave ita flesh tongue to make it look more disgusting. KW: We hired 
Pu JinSong based on the awesome little storyboards he does. ‘ 


ABOVE AND BELOW; Wang ShengHua. We changed one 
pincer into cannon to make thisenemy more aggressive. 
The piranha needs a big mouth to eat people. Couldiit be 
any bigger than this? 


RIGHT, Nako, The Kraken tentacle needed to be very 
horrible and disgusting, so that players will know not to 
touch it, [referenced many weird deep-sea creatures to 


do this task. [also tried to give it the ability to spitpoison 
or create electricity. KW: An unused design for the 
tentacle of the Kraken, a giant creature who stalks Alice 
throughout the level, He was unfortunately cut dueto time 


and technical reasons, 


ae 
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Wu YueHanand Ken Wong. KW: These undersea critters were unfortunately cut for time reasons, The Turtle Chest was 
in the game for a while, though, as agoal for swimming Alice to chase, It alludes to the Mock Turtle chase inthe Jirst game 
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‘Sun GuoLiang. | spent lotof time collecting reference and trying ideas for this undersea desert, 


ee WONDERLAND. ee 


Luis Melo andWangShengHua. LM: The Walrusisthe i 
Fe rary and sup taben of bute 
kick for tho Ca 


vard a more final 
-showing build- 
and to amore balanced 


RIGHT: Li 
layout for 
ings that are more like ship 
scale against the theater building. 


Sun GuoLiang. Why did they give 
this landmark tack to me? Because 
itis darkand bloody! Tam good at 
thie... Thie time the victim isa 
flatfish. We carved letters on its 
body, and itis still live! KW: Euch 
ofthese signs had a be localized into 
five additional languages 


Sun GuoLiang. Another victim; 
hopeit doesn’t feel toomuch pain, 


FACING: Luis Melo, Here is a 
detail of the elements and style 
‘we wanted to bring together to 
build the town'estesctures: parts 
from ships from the rotten wood 
hulls to anchors) together with 
sea creatures and their remains, 
allcoveredina layer ofsea grit and 
barnacles. Somehow the mix of 
these should also be reminiscent 
of nineteenth-century (or even 
earlier) theatrical environments, 


Luis Melo, These are two initial keys for the colorscheme 
‘of the deep ocean andan approach to the town, before we 
hhad decided where to go with the architecture, You can see 
some whale bones there as well. The lightingand colorsof 
these were pretty much keptall the way through, 


fe wonventand we 
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LEFT: Luis Melo. One of the concepts for the horn section that Alice needed to find for the musical 
show was basically... horn blowfish. He could play himself, RIGHT: Yuan ShaoFeng. KW: Thisfish 
was to be used as aswimming hazard. Alice could only attack him when ke was puffed up. 


Yaan ShaoFeng. KW: The final design of the Music Fish, He's a bottle because there used to bebottles in 
the ice area that also contained sound. 


Luis Melo. Insome underwater areas, Al 


these areas, we had “heav 


ce might find it easier to walk rather than swim. To distinguish 
‘and “light” water, differently colored 
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ABOVE: Yuan ShaoFeng. 


BELOW: Luis Melo. “Heavy” 
water is mainly present in the 
darker chasms and thefar rexches 
of the ocean, in which Alice needs 
to travel quickly. Central areas, 
which Alice has to explore thor- 
‘oughly and where she does lot 
of combat, are in “light” water. 
Here you can see how the colors 
and light change accordingly. 


HongLei. A map ofthe Oriental 
‘Mountain done in Victorian 
sketch styls 


Nake. A map design for the Shadow Room. 
Itis a Chinese-style map on a rock, 


Nako. This is one of the first batch of Oriental level designs. Lam Chinese, so itis easy for me to do this. Though most of us initially thought it 
‘was not a good idea tomake an Eastern level in Wonderland, we liked it more the more we worked onit, 


oe WONDERLAND ae us 


ABOVE: Nako. Another concey astern feel. BELOW: Sun GuoLiang. Alice finds the Oriental rock in the Val 
coming out of the top temp! erpillar, Alice will shrink and enter his Oriental world later, 
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LuisMelo.An idea forhow Alice might transition into the 2-D shadow platforming sections of the Oriental Ganien: « projection room, where 
the 2-D gameplay would appear projected on a scrolling paintins 


ABOVE: Nako. The Caterpillar was placed 
in the Oriental Domain, so we gave him a 
lot of Eastern elements such asa long beard, 
an old-fashioned Chinese pipe, and some 
Eastern-styled patterns on his body. Later 
he changes into a butterfly, and we used 
some Beijing opera makeup on his wings, 


RIGHT, Yuan ShaoFeng. 
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Nako. These are the Wasp Warriors, bated oa Japanese 
samurai, We combined the dark feeling of samurai and the 
cuil spirit of the wasps to make them feel dangerous, 


Sun GuoLiang. The final design of the Wasp Empress. I 

added some Japanese elements into it. She was inspired by 

Lucy Liu in Kill Bill. I gave her a beautiful kimono and 
Nako. An early design for the Wasp Empress was a white ink three traditional Japanese masks. She is wielding katana 
‘wasp. She comes out of Chinese red lantern, with four arms. 
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ABOVE: Yuan ShaoFeng. OPPOSITE: Nako. Ali 
at this point, s0 I made the cocoo 


WONDERLAND 


Sun Guoliang. The first key concept for the! 
Queen's Castle. I collected a lot of reference: 
for this, like gothic €xstles and some sr8by. 
Beksitiski—we all like his style. 


QUEENSLAND WAS PERHAPS the easiest area to 
design. In the original game, the Queen of Hearts 
was Alice's archnemesis, a strange, grotesque 
reflection of her. Her power was represented by giant 
fleshy tentacles, which spread out throughout all of 
Wonderland. Partsof her castle seemed made outof 
meat or flesh. Other parts were inspired by Gothic 
hedrals. 


For this second game we thought it would be interesting 
if all that flesh had dried out, like mummification. 
Her castle became a dried, dusty husk, We were 
inspired by the incredible work of Polish painter 
Zdzislaw Beksiski, who mixed architecture with 
organic material to create stunning, surreal land. 
scapes. We thought this perfectly mirrored the way 
the Queen and the ca 
same, Wealso thought the Queen was not completely 
vanquished, and that somewhere ina tomb the castle 
remained wet and fleshy, as the Queen slowly 
regained her strength. 


stle were really one and the 


Sun GuoLiang’s loose, flowing styleand ability to mix 


Luis Melo, Alice is back at what remains of the Queen's maze. All life seems 
for this 


references in with his painting were perf 


sucked out of it, but not the evil. The hedges are petrified and crumbling, the 
stone blocks are somehow rotting, and it’s all too silent, Something definitely domain, He took charge with several early key pieces, 


still urks around in the maze. and then did alot of the iconic, early asset designs. 


Sr ay 7 


Nake, Giant Alice in the Queen's Castle, 
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Queen of Hearts look like young Alice. 
She isin a deep sleep, and her hands and 
ower body are all tentacles, which control 
the whole domain. I adapted a lot of 
Victorian clothing designs and Gothic- 
styled designs. KW: The design of the 
ial game is quite strange, 
ry something else for our 
game, We were originally going for a dying 
old woman, wher American suggested 
going in the other direction and using a 
‘young girl. She's supposed to look like young 
“Alice, but I think it’s alittle bit of e self- 
portrait too. She has one of my favorite 
vocal performances in the game 


Sun GuoLiang. One of the concepts for the corpse wall. I collected alot 
ofimages of mummies and corpsesas reference. I made the contrast 
very low and added a heart-shaped hole, to make it more horrible, 


BELOW: Sun GuoLiang. One of my ideas. Some tentacles suddenly come 
ut from the grouns 
make them excited 
idea right on the first speed paint, 


:, 


‘The finger wall is similar to the 
‘oucan see thedey fingerscrossing each 
other; it feels really horrible 


Hong Lei. A device inthe Queen’s Domain, inspired 
by Beksideki 


Nako. The White Kingis bound by the Queen's tentacles, Alice needs to break the 
King to get through. I spent a lot of time on the details of the King’s pained face. 


THE ART OF ALICE: MADNESS RETURNS. 


San GuaLiang,‘Thieie a flesh pillar in the Queen's Domain. Ttried taadd come carvings 


and decorations on the organs. 


Sun GuoLiang, The underground part of the Queen's Domain is in facther body and 
rgans. They become part of the buildings, When you are walking in it it feels like 
youare in the stomach ofa giant monster. KWiSun GuoLiang and I tried to preserve 


‘sense of Gothic architecture among the organic forms. 


hisis the first design of the Queen, We referenced King Theoden from The Two Towers to show a feeling of weakness and near 


Hong: 
death. KW: The chamber was inspired by the space-jockey scene in Alien. 
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————— 
San GuoLia 
Alice walking towardit 


. One of the early Queen's Domain environment concepts. I created an unrealistic castle surrounded by dying tentacles. 


l LEFT; Sun GuoLiang. This corpse pillar is inspired by Beksiaski’s 
work, Hail to this great artist! 


ABOVE: Sun GuoLinng- Apostle I designed two version oft 
avis and ater ag Chik paleateae yuan Mo paral 
’] is rokes, Tha other om te ry, wothlog nse, KW pave 

; find ference for this task. didn hee the stomach ocd the 


references myself 
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Wang ShengHua. KW: A variety of half-stone, half-organic towers jor the Queen's Castle, 


F Ee woxvenann «3B Ls 
Pha ae aes 5 


Fa Te 

PNP ALS 
¥ 

i yt 


‘Tyler Lockett. The Queen's Catacomb, Although she's imprisoned ina heart-shaped cell, the tentacles have continued to grow from her chest 
and are puppeteering some angry, mace-toting playing cards, 
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‘Sun GuoLiang. The hall of the Queen’s Castle, used a lot of 
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on the walls and floor tomakeit look creepy. 


: Nasi Shes uae ied lolol Gosign forthe Chess Playece golden ones, transmuted ones, dead ones, and demon odeait ee rately iad 
bi mon andi designed alot of weapons for them 
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LEFT AND ABOVE: Tyler Lockett. Alice, post bbotemy (sport, 
ing a garly scar, vacant stare, and trademark lobotomy drool), 
wanders the Asylum corridors spreadin’ some erazy around. KW: 
We really wanted Alice to be able to explode people by looking at 
them. But weran out of time. 
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Hong Lei. The insane kids live in the dollhouse, as they did in the first Alice. We wanted them to be crazier this time, so I took references from 
some corcbral-surgory books. KW: To connect the Dollhouse with the first gante, we brought back these intane children, but we wanted to give them 
4 bit of a redesign. Hong Lei recaptured their personalities perfectly. 


PuJinSong. This is the dol-head 
version of Alice, We based it on 
Alice’s face to differentiate it 
From ott 


loll heads, 


PREVIOUS PAGE: Hong Lei. The 
Dollhouse is an original area 
created for the game. We used 
Victorian dollhouses s reference 
and pur in a lot of surreal and 
weird elements, In this concept 
art, we showed the bright and 
colorful style ofthis scene, as well 
as some gameplay elements. 
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THE DOLLHOUSE 


WHEN WESET out to design Wonderland, we brain- 
stormed lots of new locations Alice could visit, 
themed around childhood or Victorianaor gameplay 
ideas. After Hong Lei created the image on the facing 
page, we knew we had to have a gigantic dolfhouse 
level in the game 


As you can see, this one image contains a wealth of 
gameplay and design ideas, which we mined over the 
course of production, We really liked theidea of walls 
folding oat, and we kept finding new ways to use doll 
limbs and heads in horrible ways. 


‘The aesthetic for this area wa: 


pired by the work 
of Mark Ryden and otherlowbrow/Hi-Fructoscartists. 
We used wood, porcelain doll parts, cake,and candles, 
unified with apastel color s. 


me. 


After Hong Lei’s initial image, we wanted to explore 
the basement below the dollhouses. Our initial idea 
wasthat dolls were discarded down here. Then we 
became inspired by the work of the Brothers Quay 
and their amazing stop-motion puppet work. We 
thought this dark, dusty underworld was the perfect 
complement to the colorful yet twisted world above, 
Here, the wood is rougher, and nails and screws 
become more prevalent. Wires and sewing-machine 
parts appear, which later became a motif of the 
Dollmaker, We also had fun mixing bones and other 
creepy biological elements together. 


eo 


1st 


eco are furniture 
ns for the Doll- 


house, We adapted a lot of ideas 
to make them match the feeling 
of dollhouses, KW: These models 
are jam packed with detail, The 
morethat playerstookaround this 
environment, the more cool little 
things they'U find. 


PREVIOUS PAGE: Sun Guoliang. 
Lair of the final boss, the Doll- 
maker, who controls everything 
in the Dollhouse Domain, This 
giant, black monster is the root of 
all evil things. 
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ko. The final design for 
ofthe game—the Doll- 
maker. Sun GuoLiang, Luis, and 
I made a lot of sketches before I 
made this based on Ken’s and the 
game designers’ advice. The 
‘ocess was exciting and 
ing! KW: The Dollmaker 


result is re 


the creepiest, mest jaw-dropping 


designs in the game. 
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0. Interior design for 
oss room of the Doll- 
Here, Alice discovers 


how the Dollmaker makes living 
children into dolls, which is the 
source of the Infernal Train's 
power, 


BELOW: Hong Lei and Wa 
YueHan. KW: 
damage states or Dallgirl, A lot of 
the combat design came after the 
models were made, which meant 


we needed to go back and create 
damage states and weak points. 
Dollgirl’s heart cavity is milky, an 
allusion to Alien, 


Hong Lei. Someitemsfor the Dollhouse 
underworld. We tried to show the dark 


ness, disorder, and gloominess of thie 


sad place. 


Wang ShengHua. The gia 
is a tunnel that the play: 
walkthrough. KW? Asdisturbing 
as these drawings are, they are 
more disturbing to play 
hin the actual game. 


can make the player 


Wang ShengHus. This is aninter 
‘esting character: agile, aggressive, 
and powerful. KW: Christened 
Doghaby, this guy began life asa pet 
for Dallgirl, His combatappeerance 
was unfortunately cut because of 
time, but he'll pop up somewhere... 
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BEING THE SECOND episode in the game series, 
we wanted Madness Returns to borrow certain 
ements from Through the Looking-Glass, including 
the train line. In ourgame, the train has morphed 


into something quite diiferent—a harbinger of 


joom, a representation of the end of Wonderland, 
and with it, Alice herself, It chases Alice through the 
world, haunting her 


The image aboveby Sun GuoLiang was done early on 
and remains the strongest representation of the 
train—a gothic monstrosity, with carriages grown to 
the size of cathedrals. It serves as the stage for the 
showdown with the Dollmaker. To the leftis an early 
image of what the interior might possibly have looked 
like, when it » bigger level. We tried our 
best to separa 

from the Hatter’s Domain. 


n GuoLiang. This Infernal Train design was made 

had just started this project, It comesfrom Ken's 
description and the designers’ requirements, This steam 
monster is made up of big buildings, really hi 


LEFT: Luis Melo, 
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FellipeMartins and Renato Faceini, FM: The final Mock Turtle, the one who receives the dismissal letter, doesn’t wear « hat, shoulder pads, or 
medals. You see, Mock Turtle wasn'tan admiral yet. Hopefilly we realized that soon enough. 


Renato Faccini, FM: Renato Faccini’s 
talent ts overwhelming. Like Avi, our art 
producer, once said, "He raised the barfor 
all of us 
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Edward Goin. PM: Edward Goin, our animation director for 2-D cinematics, showed us some of his magic when he followed the mood and vibe of 
the Tundra exactly ax Nako, the concept designer, imagined it 


‘Sun GuoLiang, Renato Faccini, and Fellipe Martins. FM: Sun Guo 
on the left, Renato’s shaken Mock Turtle in the middle, and my ver 


1g’shorror-struck fisk-man 
of the Walrus on the right, 
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CINEMATICS 


ABOVE: Wu YueHan and Fellipe Martins. FM: For a whil 
on some scenes, Realistic fire was easier, faster, and showed g 


re discussed the usage of animated assets instead of realistic fire effects 
id results, Real fire won, BELOW: Wu YueHan and Sun GuoLiang, 
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would bethe g 
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BELOW; Fellipe Martins and Wa 
YueHan. FM: Plenty of room for junny 
‘facial expressions with Jack, 


prompted usto assign alchen 
card back Joy designed herewa 
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Nako, Sun GuoLiang, Hong Let, and Ken Wong. KW: This 


xe opps anv ens 
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(Oma waaulomaurro: 


ABOVE: Luis Melo, BOTTOM LEFT: Nake. BOTTOM RIGHT: Ken Wong. 
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